This work serves both as fictional response and real collection of social media moments from a pivotal period in US political history, inviting the reader-player to think about the apparent "post-truth" state (Suiter 2016 ) and the ensuing challenges it presents to would-be participants who occupy activist personas in tense and dangerous networked spaces. As an archive, it attempts to capture something that is inherently ephemeral: the in-the-moment experience of the timeline (Zhao et al. 2013) . Drawn from the authors' own social networks, these juxtapositions are difficult to reconstruct with existing social media tools, as Twitter resists the backwards-seeking gaze directly and requires APIs and directed searches to observe past tweets (Burgess & Bruns 2012) . The central mechanic of consequences for speech is directly inspired by targeted harassment campaigns in recent social media history. The misogynist, word-focused hunting of Gamergate, which demonstrated the effectiveness of hashtag-driven mobbing at silencing discourse, is the inspiration for the procedural trolling model encountered as endgame (Chess & Shaw 2015) . These tactics have been on display across the political spectrum during the election, as demonstrated by the attacks of "Bernie Bros", or automated chatbots labeled as such, on Hillary Clinton supporters (Wilz 2016) . The game invites both active political participants online and those who refrain to consider their position and motivations, and particularly how the specter of online harassment haunts the decisionmaking process of constructing a social media persona.
